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Summary 


This document contains the basic framework for making beautiful, functional art 
for Starship Home. It provides both conceptual and literal guidance for artistic 


decision making. 
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The final look is what's in Unity! 


Focus: Cozy Sci-Fi 


We want to bring a warmth and friendliness rarely seen in sci-fi games that 
makes our world visually unique. Expressing this feeling of coziness is critical in 
helping the Player feel safe to explore, discover and play in the alien starship we 
are bringing them into. 


Core Design Principles 


01: Mixed Reality First 


Every bit of what we make will be experienced by the Player in mixed reality. We 
should create opportunities to extend or transform the Player's physical soace — 
especially in ways that elevate gameplay and narrative moments. 


Scene information can deepen our integration with the Player’s space and 
create magical moments. Include placement ideas in your designs! 


Areas we will know about in the Player’s 
space & types of possible placement: 


Wall Ceiling /Floor Floating Corner Furniture Existing 
AL 8 .C D SE ) LE ] game item 


location 
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Portals provide a literal window to extend or enter the Player’s physical 
space in novel ways 


The vastness of outer A way for entities to 


space and the Player’s cross a threshold 
location in the galaxy in Dreams 


A view of an alien 
Planet’s surface 


With Mixed Reality as the game's focus, we will rarely completely obscure the 
Player's physical space and enter “full VR". There will almost always be some 
degree of visible passthrough at any given point in the game. Most of what we 
render will be opaque, but should not take up the Player's entire field of view. 


02: Reactive and Aware 


Props and objects in the Player's Starship can change form depending on different 
situations. 


A prop may look or behave slightly differently depending on it being placed ona 
horizontal or vertical surface. 
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Plants must be nurtured to grow, thrive, Proximity to objects, plants, and the Player can affect 
and ultimately... dream a plant’s health and provide surprising reactions 


This plant likes certain a 
music, and will dance or 


Certain tools can sleep depending on ot 
affect the health the radio statign 


of a plant (in this Sad or unhealthy 

case, eyedrops) plants must look 
different from 
healthy ones 
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 Hativantel Surfaces 


When grabbed, object 
is seen in a neutra 
visual state. 


Legs fold down when 
placed on a surface, 
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Lower section pops out 
and slowly rotates, 
floaty VFX, bobbing 
animation 


drop shadow is drawn | 


a 
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A plant’s design should be 
informed by its planet of origin, 
care interaction & the dream 

it holds within 
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Is cared for with eye drops 


This Plant’s unique feature 
(Its eye) reflects its care 
interaction + foreshadows 
its Dreams as well 


a Nurtured by tears in a Dream ) 
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mo Vertical Surfaces 


Legs fold down when 
placed on a surface, 
drop shadow is drawn 


Ws 


Floating plant is 
nearby (but not 
attached to) wall. 
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Plants must have 4 distinct stages of growth (sometimes more!). They sic 


must communicate clearly how healthy they are to the Player 


State when retrieved 
from its home planet, 
before it is planted 


Cutting Seedling Adolescent 


When a plant is especially 
well taken care of, it can 
reveal a special visual state 
(such as blooming) 


SICK 


HEALTHY 


Similarly, when a plant is 
ill or neglected, it must 
communicate this visually 


Mature 


i 


A plant might wilt, stagnate or thrive depending on the quality of the Player's care, 
its placement in your space and proximity to other Starship objects. Only healthy 
plants can join the Ambient Orchestra. 


This document explains more details of how Plants can behave: #«¢ Plants 


O03: Stylized and Functional 


Every prop in the Player's space can be manipulated. This means most assets 
must be a thought out, watertight mesh with a design that has been considered 


from all angles. 
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Plausible, Stylized Mechanical Design 


Especially in VR/MR, the Player will expect anything that looks functional to 
actually be functional. 


Mechanical design does not need to be literal, but should be plausible and lend to 
drawing the Player deeper into the experience. 
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Highly stylized designs 
with abstract, organic shapes Buttons, ports & compartments 


are always functional 


High frequency, low saturation 
designs with tubes and panels 


i Generic “Turbo Squid” looking designs 


of LO Simple shapes broken up with organic paneling and color blocking / 


Use of “Sci-Fi Tropes” 


We do not want to over-use sci-fi paneling and other generic representations of 
“science fiction”. If paneling is incorporated in a design for our project, it should 
be simple and organic — not the model kit look popularized by Star Wars. 


04: Surreal and Cartoony Tone 


Surreal, psychedelic themes allow us to transcend the basic “cozy game” trope 
and explore the vast weirdness of the Universe our game takes place in. 


This video essay on soft worldbuilding is a great example of the kind of non-literal 
open ended feeling we'd like to create. 
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A thirsty plant might dream of A 


healthy plant might dream of a collective memory or 
their need... feeling that speaks to its species and place in the galaxy 
Bubbles rise 


The goddess appears 
as only an eye and arm 
through a portal 

from the floor 


\ a \ A young plant is nurtured by the tears of a mysterious goddess 


Caustics play upon 
the Player’s ceiling & 
Upper walls 


# 


Cartooniness allows us to get away with a lot more in animation, visual effects 
and overall presentation. 
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Notice how we do not need to create a sea of realistic water to communicate our 
intent in the first Dream. In the case of the Goddess Dream, we don't even need to 
create a complete alien — by using the language of cartoons and impossible 
spaces, we can create the feeling of a large alien Goddess without having to build 
the whole character. 


Shape Language & Simplicity 


Shapes help lay the foundation of creating a cohesive game world. Given that 
everything we create will be juxtaposed against the Player's real world space, it's 
more important than ever to have the Starship world have a feeling of unity, with 
broad variety as the Player gathers and nurtures more plants from distant worlds. 


Simplicity will help us create more stylized, extreme designs that work as MR 
game elements — each prop and piece needs to be able to stand on its own, as 
well as speak to the broader fiction and gameplay it involves. 


Use interesting shapes! 


® Square, symmetrical shapes see (© Radially symmetrical, boomerang and blobby shapes are soft, 


rigid, structural and too human malleable, natural and more alien 


Add asymmetry and taper basic shapes 
| to fit them with the game’s overall look 
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Incorporate these shapes in your 
designs (silhouette, detail or texture) 
for cohesion across assets! . 
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Keep it noodly! 
( \ >) 


© Complex mechanical design must abide by certain © Moodly stalks & appendages or simple hinges are 
rules - this is both boring and not alien enough friendlier & allow for more extreme animation 
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Less is more 


© Dense sculptural detail scales poorly » © Design with areas of rest to balance detail. Layer gradients with 
& is largely out of scope analogous colors to add visual interest. Focus on graphic read 


Color 


Our color design will primarily focus on pastel and jewel tones, with deeper tones 
for space, dreams and plants as it makes sense. Since we are seeking unity (not 
uniformity), specific palettes can be built around different areas and features as 
needed. 
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We love color! 


Jewel tones are the core of our color design & make 
up the base palette for the Player’s starship 


HEX colors are below for your convenience. 


ay 


Dreams, planets and plants move into their own 
palette, based on what serves gameplay & fiction 


Pure black should be used sparingly, but is okay when necessary. 


Creating pleasing combinations 


( split compliment color palettes are 
good for creating a striking impact 


Reserve using split complimentary colors for moments and assets 
that we want to command the Player’s attention. If over-used, 
they can create too much “loudness” in a space. 
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Color Palettes 


Analogous color palettes create a 
soft, friendly feel to objects 


we 
Be wf 
Yay 


When using analogous colors, be careful to not make them 
too subtle. If they are utilized well, analogous palettes can 
create a lovely sense of flow and balance. 
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Starship Props Color Palette 


Base Hues 


Accent Colors for Interactive Components 
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Texture & Materiality 


We will primarily use Substance Painter for our texturing workflow, with a focus on 
Stylized PBR as our basis. We are not concerned with maintaining scientific 
accuracy of PBR, but want to take advantage of metallic and specular/roughness 
to add more fidelity and visual interest to our props. 


Most textured models should have 


A pleasing balance of color across the model 


Use of soft gradients, curvature and slope blur to add depth and visual interest 
where needed 


Strong colorized AO baked into diffuse 


Subtle detail in soecular/roughness (using perturbed noise or hand painted 
areas) 


For hard surface props, areas of wear and scuffs (with a higher 
specular/roughness value) 


Separate out areas of a mesh that will be dynamic to ensure your AO bake 
won't be overly dark 
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FLAT COLORS 


Example breakdown with a plant 
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FLAT COLORS 


Example breakdown with an early prop 
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Pay special attention to pleasing specular/roughness detail across a model when possible 


Texturing mishaps to avoid 
e Specular/roughness detail in areas that will stretch or deform in extreme ways. 
Leave out the roughness detail and use soft gradients in the diffuse texture 
instead. 
e Over-use of slope blur — it should add a bit of noisiness without being 
obvious 
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Using effects straight out of the can. Think about where areas of wear might 
be most plausible and concentrate them there. Handpainting can be your 
friend in this scenario! 


Only bake AO with a ground plane if the object requires it 


We are not using normal maps on this game. 


The final look is what's in Unity! 


After assets are imported, check them an ensure that they look correct — 
tweak what you have in Substance if needed. 


Gradients and AO in particular often feel less extreme in headset. Push it a bit 
further than you think you need to, we can always dial it back. 


Verify your work by testing it in game whenever possible. 


